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Physical: 20° 
Flame: 60 
Lightning: 60 
WIZARD + Impervious to Dark attacks Frost: 60 
HUMAN - Weak against Juggle attacks Light: 60 
DARK - Weak against Knockdown attacks Dark: 60 


“Improves with experience 


Mery] is lacking in both Hit Points and Defense, but this 
problem is mitigated at higher levels as her physical 
resistance improves. On offense, Mery] is a powerful 
spellcaster who focuses primarily on Flame-type spells and 
the type-less Hell Blast. Given the opportunity, she'll wisely 
hang back and lob spells at the opponents, but could become 
surrounded and overwhelmed if you wade too deeply into 
enemy territory. She’s an ideal companion for cautious 


players who move slowly through each area. 


+ Impervious to Critical Hits 
+ Impervious to Stun attacks Physical: - 
+ Impervious to Knockback attacks Flame: 60 
ols + Impervious to Juggle attacks Lightning: 60 
=3 WARRIOR + Impervious to Knockdown attacks Frost: 60 
LNA HUMAN Light: 60 
a3j LIGHT Dark: 60 


Gaia joins you only briefly, which is truly a shame. He is impervious 
to nearly all attack effects and boasts both a high Defense score and 
strong magical resistance. And it certainly doesn’t hurt that he joins at 
level 100, when he has over 10,000 Hit Points! Enjoy the power of his 
signature Gaia Nova move while it lasts. 
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Physical: - 
Flame: 40 
4 Lightning: 80 
KNIGHT + Impervious to Knockback attacks Frost: 20 
CENTAUR Light: 20 


TI LIGHTNING Dark: 30 
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“Improves with experience 
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Graham is much more resilient than Meryl, sporting double the hit 
points and a much higher Defense score. Graham knows how to use his 
fortitude effectively, and while he’s in the lead, Max can hang back and 
use Bows or Wands from a safe distance. But it’s your responsibility to 
keep an eye on Graham’s life bar and bail him out with Healing Waters, 
since “fighting defensively” isn’t in this centaur’s vocabulary. 
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Physical: - 


Flame: 60 
Lightning: 60 


PRe}zy CLERIC + Impervious to Critical Hits Frost: 80 
LYNelsj CANTORE - Weak against Knockback attacks Light: 60 
Wasa LIGHT - Weak against Juggle attacks Dark: 60 


- Weak against Knockdown attacks 


i 

5 
Chiquitita has stats that are very similar to Meryl’s, but her spells 
are more defensive in nature. Some restore the health of wounded 


characters, while another causes an effect similar to Fairy Dust, 


preventing Stun, Knockback, and Knockdown effects. On the offensive 


Hy side, she primarily uses Light-type attacks like Shine. Mery] is the better 


' _ battler, but Chiquitita is a good back-up to a pair of melee fighters. 
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Physical: - 
Flame: - 
Lightning: 60 

+ Heals quickly Frost: 80 

+ Resistant to Critical Hits Light: 40 

+ Impervious to Stun attacks Dark: 60 


Baron doesn’t have a lot of physical fortitude, but he’s quite effective 
at staying alive due to his long-distance throwing knife attacks and his 


ability to become invisible with a Sneak Shot-like effect. Baron doesn’t 


_ learn any spells until his Class Change, so he’s very effective against 


foes who are resistant to magic but vulnerable to physical attacks, like 
mages and demons. His resistance to Frost is impressive, but Flame 


attacks can wipe him out quickly. 
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+ Heals quickly 
+ Impervious to Knockback attacks Physical: - 


+ Resistant to Stun attacks Flame: 20 
+ Resistant to Juggle attacks Lightning; 20 


YEYWARRIOR + Resistant to Knockdown attacks Frost:'60 


|TITAN Light: 20 
JFROST Dark: 20 


If you're tired of having to heal and resurrect fallen comrades, Rhinos 


is the ally for you. He has more Hit Points than any other ally and his 2 4 


! 
physical Defense is quite strong. Rhinos isn’t so tough against magic q 
4 
‘ 


(unless it’s Frost-type) but it still takes quite a few spells to bring him 
down. The downside is that Rhinos doesn’t bring a lot of offense to the 


table. He throws a punch now and then, but his attack rate is lower than y 


4 
that of other allies. He 
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Physical: - 
Flame: 60 
ie Lightning: 60 
e}=RK NIGHT + Somewhat Resistant to Knockback attacks Frost: 60 
F [3] CENTAUR + Impervious to Knockdown attacks Light: 60 
FAS LIGHTNING Dark: 60 


Graham should be proud; Mariel is a powerful and versatile fighter. 
She can strike with her lance and cast Spark like her father, but has a 
superior ranged attack option in the form of her Thunder Blade skill. 
She can also heal the party with the Aura spell, just like Chiquitita. 
While Mariel doesn’t have quite as many Hit Points as Graham, her 
superior magical resistance makes up for it. As a more cautious fighter, 
Mariel isn’t the best choice when you're looking for a shield to hide 


behind, but her versatility makes her a strong companion. 
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Physical: - 
Flame: 80 

B WINGED KNIGHT +/mpervious to Flame attacks ecu a 
BIRDLING - Weak against Knockdown attacks lige 60 


FLAME Dark: 40 


Freyja is quite similar to Klein in that she primarily uses ranged 
attacks. What makes Freyja unique is that she’s the only Flame- 
type character in your party, and her connection to her element 
is unusually strong. Freyja is completely immune to Flame- 
type attacks, making her a perfect choice against Flame-type 


foes. And since many of her attacks are also Flame-type, she is 


effective against enemy groups like the Undead. 
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Flame: 40 Y 
Lightning: 40 meee, 
Frost: 40 3 — 
Light: 40 
}LIGHTNING Dark: 40 


Physical: - \ 7 


Ew ARCHER + Impervious to Critical Hits 
|BIRDLING - Weak against Knockdown attacks 


i =~ Klein is the quintessential archer, hanging back and sniping from a 
® distance. He can’t fire anywhere near as rapidly as Max can, but his 
“he : quiver contains special arrows that Stun or Slow foes or deal Frost-type 
» damage. Klein’s defensive stats aren’t impressive, but he makes up for 
it with stealth. Whenever there’s a lull in the action, Klein will become 


4 invisible to avoid enemy attacks. 


